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ность; сommunаl в основном употребляется в значении 'общественный' и очень редко – 'комму-
нальный'; аspirаnt – претендент на что-либо, но никогда не аспирант; инструкция – mаnuаl, а не 
instruсtion; mаgаzine – журнал, но, разумеется, не магазин; obligаtion - обязательство, а не облига-
ция; 
Разумеется, переводчик не в состоянии (да и должен ли?) всякий раз заглядывать в частот-
ный словарь, чтобы проверить частотность того или иного слова. Опытный переводчик, как пра-
вило, решает такие вопросы интуитивно. Однозначная смысловая связь одного слова с другим об-
разуется не только при оперировании лексикой, относимой к категории «ложных друзей перевод-
чика». А. Д. Швейцер называет такое явление «ложной аналогией». Это первая причина наруше-
ния стилистической нормы речи, а, следовательно, и плохого качества перевода. 
Для порождения речи на иностранном языке недостаточно знать основной инвентарь языка 
(словарь, грамматические формы и конструкции и др.) Необходимо овладеть закономерностями 
образования и функционирования языковых единиц. 
Наличие в языке лексической синонимии ставит перед переводчиком особые задачи. Си-
нонимы не всегда взаимозаменяемы. Они могут быть пригодными в одном контексте и оказаться 
непригодными в другом. Эти эквивалентные единицы употребляются столь широко, что в англий-
ском языке образовались традиционные синонимические парные сочетания. Такие парные сочета-
ния встречаются во всех стилях речи. 
Итак, хотя в принципе любое из приведенных русских слов может быть переведено любым 
из английских и наоборот, для правильного выбора соответствий необходимо учитывать и рефе-
ренциальное и прагматическое значение. С другой стороны, неоднозначное понимание не исклю-
чает возможности случайного правильного перевода. Поэтому важно знать не только, как перево-
дить, но и почему надо переводить именно так, а не иначе. В большинстве случаев ответом на оба 
вопроса («как» и «почему») будут определенные закономерности, выведенные на основе сопо-
ставления средств английского и русского языков. Именно в этом и заключается лингвистический 
подход к вопросам перевода. 
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Rarely we can meet a person who doesn’t know what the game is. The game is a wonderful 
world. A person meets the game in the childhood and it follows him all his life. We can meet it every-
where: at the lesson, on the Internet, in sports but also, in different kinds of books [1]. 
Being a member of the School Potter Club, that was founded in our school for an educational 
purpose in 2018 we made the conclusion that reading and analyzing literary works of English-speaking 
writers are more effective through the game. 
Reading “Harry Potter and the Philosopher’s stone”, “Oliver Twist” and “The adventures of Tom 
Sawyer” we saw that the authors try not only to involve in reading but to play with readers. I was interest-
320 
 
ed in literary works where the author plays with his readers. It pushed me to research the game in literary 
works of English-speaking writers. 
Analyzing literary works, we identified that English-speaking writers often use elements of the 
game in their books. We are concerned if the use of games in literature is connected with authors’ biog-
raphy because the game itself and its significance in their life have not been studied enough. Also it is 
interesting to research games in different literary works, to know how they influence people’s minds and 
behaviour. There is no special work devoted to this topic, that’s why it should be researched. 
The relevance is determined by the fact that people are fond of different kinds of games not only 
in their real life but, also, in their favourite books playing with characters. Presence of the game in literary 
works develops not only memory, understanding, thinking and physical activities but involves people in 
reading books in English. It gives the opportunity to enrich their knowledge in the English language. Ma-
terial of this research can be used in the organization of reading clubs, at English lessons and at the lin-
guistic school camps. 
The aim of the research is to identify the relevance of the game in literary works of English-
speaking writers as a means of shaping pupils’ reading motivation. 
This aim involves the following tasks: 
1. To reveal the meaning of the game as a cultural phenomenon. 
2. To analyze literary works for the presence of games in them and what their nature is. 
3. To highlight the link of the games described in the works of writers with their biographical 
facts. 
4. To create the game based on the “The Magic of Oz” by Lyman Frank Baum. 
The object of this research is literary works of English-speaking writers. 
The subject of this research is the game. 
Writers such as L. Carroll, A. Lingren, M. Twain, J.K. Rowling and Ch. Dickens make their 
characters play games. They use the games in their literary works with different purposes. 
For example: L. Carroll in “Alice’s Adventures in Wonderland” plays with characters in “Cro-
quet”. This game develops the reader’s imagination. 
The game “Chess” in literary work “Through the Looking Glass” helps to develop creativity, at-
tentiveness and organization. 
Mark Twain makes his reader play the game “The Pirates”, which helps to overcome the chal-
lenges and to be brave and strong. 
Analyzing all the games in these famous works we may conclude that they are closely connected 
with authors’ lives. 
For example: One of Carroll's hobbies was Chess. This game played a significant role in his life. 
He was actively interested in important events in the chess life of Great Britain. Lewis Carroll played the 
chess himself, and taught children this unique game. The plot of the fairy tale "Through the Looking 
Glass" is based on a chess game that was invented by the writer [10].  
In the book “The Adventure of Tom Sawyer” by Mark Twain all actions happened in the real 
town Hannibal, where the writer spent his childhood. In Tom Sawyer he described himself. Playing the 
game “The Pirates” the author conveys his dreams and feelings, his memories about childhood [14]. 
We see that games are closely connected with authors’ lives. But many of them were created by 
writers to entertain readers and main heroes. 
It’s obvious, that there are pupils who read books but aren’t interested in them. We can say that if 
the book contains the game, we read it with pleasure. It was interesting to identify how many pupils 
would like to be involved in the world of literary game. We interviewed 534 pupils of 4 – 11 forms and 
students of Pinsk Pedagogical College. Pupils were asked the following questions: Do you like reading 
books? Do you know any English-speaking writers and their literary works where the main characters 
play games? Would you like to play any literary games?  
 We can see that 63 % like reading books but 28% of the students are forced to read because the 
school programme requires it. 9 % don’t like reading. 
To the question: Do you know any English-speaking writers and their literary works where the 
main characters play games? 49 % answered that the main characters played games in “Harry Potter and 
the Philosopher’s Stone” by J.K. Rowling. 14 % of pupils said that in “The Adventures of Tom Sawyer” 
by M. Twain children played the game “The Pirates”. 12 % answered that they met some games in “Pippi 
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Longstocking” by A. Lingren. 10 % noticed some games in “Alice’s Adventures in Wonderland” and 
“Through the Looking Glass” by L. Carroll. 8 % remembered that the main characters played the game in 
“Oliver Twist” by Ch. Dickens. And 7 % answered that there wasn’t the game in the fairy-tale “The Mag-
ic of Oz” but this literary work was built as a board game.  
We examined a lot of games in literary works of English-speaking writers. And we may conclude 
that authors didn’t use games created by others, but they made their own. That’s why based on the results 
of the survey, we decided to create the game “The Magic of OZ” to motivate our pupils to read this fairy-
tale in English. 
Being the pupil of the pedagogical class, I worked as a counselor at school summer camp last 
year. We played this game with children, but before they had read the book. Pupils did all the tasks with 
pleasure and fun. 
We can make the conclusion that playing our game pupils have great opportunities to develop 
creativity, activity, communicative skills to improve their knowledge of English. Moreover, it helps to 
shape pupils’ reading motivation. 
It was decided to continue our work in this field. We are going to create new games based on lit-
erary works of English-speaking writers. So the next game will be “The Jungle Book” by Rudyard Kip-
ling. 
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